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BLACKJACK PLAYER CHOICE, 
SUPERSTITION, AND 
CALCULATED ODDS OF WINING
Skyler Worley, Ryan C. Speelman, Avery Mielke, & Erykah
McClendon 
OUR STUDY
• Pathological gambling is an addictive type 
disorder afflicting millions of Americans today. 
• The disorder is based on impulsivity and is 
capable of ruining a person’s social and financial 
standing. 
• Teaching gamblers to differenciate between 
irrational and rational beliefs could aid in the 
treatment of the disorder, improving their 
quality of life. 
Feeling compelled to gamble could seem like 
being in the twilight zone.
WHY BLACKJACK?
• Blackjack is extremely popular and 
simple
• The player’s skill has a significant 
impact on the outcome of the game
• Most gambling environments contain 
at least one Blackjack table
HOW IS BLACKJACK PLAYED?
This is a simple example of a game of Blackjack
SUPERSTITION
B. F. SKINNER
• Skinner loved using pigeons
• He found that various schedules of 
reinforcement had a direct effect on 
the rate of learning
• He also found that behaviors 
could be incidentally reinforced
This Photo by Unknown Author is licensed under CC BY-NC
SUPERSTITION SURVEY
PURPOSE
• In this study, we attempted to discover 
whether or not education had any 
impact on reports of superstition. 
• If a negative correlation existed, then 
education could possibly reduce the 
level of superstition in an individual. 
• If education can reduce superstition, 
then it can aid in the treatment of 
pathological gambling
You’re not kiddin, are you?
Take the 
survey
Play the 
games
Watch the 
video
Play the 
Games
Take the 
survey
You are here

• Our video was approximately 9 
minutes long
• It covered basic strategies
• It also addressed common 
misconceptions about the game
• After the video, participants were 
given a card with the strategies from 
the video to refer back to if  needed.

Take the 
survey
Play the 
games
Watch the 
video
Play the 
Games
Take the 
survey
You are here
RESULTS
PREDICTION OF PERFORMANCE
DISCUSSION
• Between 1995-2012, 108 
articles were published 
concerning behavior analytic 
gambling research.
• Only 3 articles attempted to 
evaluate treatment of 
pathological gambling
• No articles discussed the use of 
education in treatment
• Our video was brief, 
inexpensive, and effective at 
dispelling superstition. 
• Dispelling superstition can be a 
preventative measure
SUPERSTITION SURVEY
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